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The  following  are  just  a  small  sample  of 
the  contributors  that  have  recently  ap 
peared  on  the  pages  of  Creative  Com 
puting: 

•  David  H    Ahl 

Author     of     J  07     BASIC     Computer 
Games  and  other  books 

•  Isaac  Asimov 

Author  of  over  165  books  on  science 
and  science  fiction 

•  Alfred  Bork 

Director    of    Physics    Computer    De 
velopment  Project,  UC,  Irvine 

•  T    C    Chen 

IBM  San  Jose  Research  Laboratory 

•  Gordon  R.  Dickson 
Noted  science  fiction  author 

•  Herbert  L.  Dreyfus 

Artificial  Intelligence  Laboratory,  UC, 
Berkeley 

•  Thomas  A    Dwyer 

Project  Solo  and  Soloworks,  Univ   of 
Pittsburgh 

•  Stephen  B    Gray 

Founder,  Amateur  Computer  Society 

•  Ron  Jones 
Founder.     Zephyros     Education     Ex 
change  and  DeSchool  Primers 
Kenneth  Knowlton 
Computer  artist    inventor  of  EXPLOR 
graphics  language 
Walter  Koetke 

Pioneer  in  using  computers  in  secon 
dary  school  mathematics 
Peter  Kugel 

Inventor  of  many  logic  games 
Ruth  Leavitt 

Computer  artist,  author  of  Artist  and 
Computer 
Sol  Libes 
Author    of 
President 
Group 

Sema  Marks 

Co  author  of  Run  Computer,  Run  and 
numerous  articles 
John  McCarthy 

Artifical       Intelligence       Laboratory, 
Stanford  Univ 
Robert  McLean 

Ontario  Institute  for  Studies  in  Edu 
cation 

Erik  McWilhams 

TIE  Branch.  National  Science  Founda- 
tion 

Monty  Newborn 

Author  of  Computer  Chess  and  other 
related  books 
Frederik  Pohl 

Noted     science     fiction     author     and 
editor 

1   Bertram  Raphael 
Author  of  The  Thinking  Computer 

>  Robert  Taylor 
Director     of     Academic    Computing-, 
Teachers  College,  Columbia  Univ 

>  John  Tunney 
U.S.  Senator  from  California 

>  Murray  Turoff 
Developer  of  computer  conferencing 
Xerox  Palo  Alto  Research  Center 
Home  of  Dynabook  and  the  Smalltalk 
language 

1  John  Whitney 
Computer  film-maker 


many    electronics    texts, 
NJ     Amateur     Computer 
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Here's  an   oflre-VoucKed  vnemo 
-Prom  our  (\jbUsKer   -h>  ©or    E"d\Vor~. 
Yoo'll    4Y*d    if    iVrteres-Vivig.' 


MEMO 
To:  Steve  Gray 
From;  Dave  Ahl 
SubJ:  Editorial  direction 


The  comments  from  our  readership  survey  and  "meet  the  publisher 
sessions"  at  3  recent  conferences  indicate  that  people  would  like 
to  fiM   see  the  following  stuff  in  Creative. 

First  of  all,  readers  are  looking  to  us  for  applications  and 
software .  They  want,  ^nd  we  *  v.  n  t  provide,  complete  nutn  and  Volts 
how-to  material.   No  otee-whiz  success  stories ,  'rut  stuff  that  is 
complete,  thorough,  °nd  that  cnn   ve  infers toqd  -md  built  Try  a 
knovledzable  becrinner.   I  don't  want  tc  ~et  into  home-vrew  CPUs, 
tut  if  an  application  reouires  g  piece  of  hard v pre  not  cor^er- 
elally  available,  I  want  complete  schematics  and  construction 
.details.   Same  with  software  —  I'd  like  to  focus  on  hlrh-level 
lansrau.^es,  but  if  it's  necessarv  for  ?n  application,  we  shculd 
prov4de  machine  code  programs  or  subroutines. 

Readers  seem  to  like  our  diversity;  hence  we  should  endeavour 
to  maintain  our  broad  scope  in  educational  and  recreational  co-n- 
putinpr.   Specific  articles  that  we  should  shoot  to  run  in  the 
next  12  months  include: 

1.  File  catalog  and  retrival  system.   Generalized  so  can 
be  used  for  books,  magazines,  LP  records  and  tapes,  antiques, 
coins,  household  inventory  (for  insurance),  etc.   Maybe  two  ver- 
sions —  one  for  cassette,  one  for  floppy. 

2.  Text  editing  system(s).   One  use  is  for  writincc  and  edit- 
ing letters  and  reports  (both  for  kids  in  school  and  adults). 
The  other  use  we  should  hit  is  for  responding  to  correspondence 
by  using  canned  letters  and  paragraphs. 

3.  Computer  assisted  instruction.   A  non-trivial  drill  and 
practice/tutorial  system  with  full  individualized  record-keeping 
for  mathematics  and  lanruasre  arts  for  a  fairly  small  micro. 

4.  Small  business  customer  records  system. 

5.  Kinetic  and/or  video  art  system.   Must  =ro  beyond  TV  Dazzler 

6.  External  device  interfacing  (A/D,  D/A,  sensors)  tutorial. 

7.  A  complete  series  on  spench  synthesis,  speech  recognition, 
and  music  synthesis. 

8.  A  very  thorAup-h  product-by-product  comparison  of  all  hlcrh- 
level  mini  and  micro  software.   Let  s  start  with  Basic  Interpreters 

I  have  lots  more  —  let's  ecet  together  when  I  set  back  next  week 
and  map  out  the  next  issue  in  detail.   Ey  the  way,  I  Just  pcot  in 
some  Fabulous  new  Basic  cannes  —  let's  talk  about  possibly  run- 
in*  the  in  optical  bar  code  alonsr  with  the  listings.    Till  then. 


Creative  Computing  is  the  number 
1  magazine  in  personal  computing 
software  and  applications. 


The  typical  home  or  small  business  computer  system  starts 
with  a  microcomputer,  keyboard,  cassette  recorder,  and  TV  set. 
From  there  you  can  add  the  peripherals,  sensors,  controllers, 
and  other  devices  you  need  for  your  own  special  applications. 


Music,  Speech 

keyboard 

Color  TV  Set 

Synthesis 

Cassette 
Recorder 

Printer 

Microcomputer 

t 

f 

— L- 

-  n 

1         1 

V        V 

Jc 

)ysticks 

Input  Sensors 

Output 

Con 

trol  Lines 

Creative  Computing  Magazine  is  dedicated  to  describing 
applications  for  home,  school,  and  small  business  computers 
completely  and  pragmatically  in  non-technical  language.  You 
won't  need  a  Ph.D  in  Computer  Science,  or  a  technical  reference 
library,  or  a  computer  technician  beside  you  to  get  these 
applications  up  and  running.  We  give  you  complete  hardware  and 
software  details.  Typically,  applications  utilize  commercially 
available  systems.  However,  if  an  application  needs  a  piece  of 
home-brew  hardware,  we  tell  you  how  to  build  it.  Or  if  it  requires  a 
combination  of  high-level  and  machine  language  code,  we  give 
you  the  entire  listings  along  with  the  flowcharts  and  algorithms. 

We  also  run  no-nonsense  reviews  of  computers  (assembled 
and  kits),  peripherals,  terminals,  software,  and  books.  We're  frank 
and  honest,  even  if  it  costs  us  an  advertiser,  which  it  occasionally 
has. 

Here  are  just  some  of  the  applications  you'll  see  fully  described 
in  future  issues  of  Creative  Computing. 

Building  Management  and  Control 

1.  Alarm  monitoring/police  notification 

2.  Environmental  control  (heating,  air  conditioning,  humidifica- 
tion,  dehumidification,  air  purity,  etc.) 

3.  Fire  and  smoke  detection 

4. Appliance  control  (microwave  oven,  gas  oven,  refrigerator) 

5.  Perimeter  system  control  (sprinklers,  outdoor  lights,  gates) 

6.  Solar  and/or  auxiliary  energy  source  control 

7.  Watering  system  control  based  on  soil  moisture 

8.  Fuel  economizing  systems 

9.  Maintenance    alert    system    for    household    devices    (key 
component  sensing  and  periodic  preventative  maintenance) 

Household  Management 

1.  Address/telephone  file 

2.  Investment  analysis 

3.  Loan/annuity/interest  calculations  and  analysis 

4.  Checkbook  maintenance 

5.  Periodic  comparisons  of  expenditures  vs 

6.  Monitor  time  and  cost  of  telephone  calls 

7.  Record    incoming    telephone   calls  and 
response  to  caller 

8.  Recipe  file 

9.  Diet/nutrition  analysis 

10.  Menu  planning 

11.  Pantry  inventory/shopping  list 


budget 

select   appropriate 


blood 


Health  Care 

1.  Medical/dental  record  keeping 

2.  Insurance  claim  processing 

3.  Health   maintenance   instrumentation   control    (EKG 
chemical  analysis,  diet  analysis,  self-diagnosis) 

Education  and  Training 

1 .  Mathematics  drill  and  practice 

2.  Problem  solving  techniques 

3. Tutorial  instruction  in  a  given  field 
4. Simulation  and  gaming 

5.  Music  instruction  and  training 

6.  Music  composition  and  synthesis 

7.  Learning  to  program 

8.  Software  development 

9.  Perception/response/manipulation  skills  improvement 
Recreation  and  Leisure 

1.  Games,  games,  games 

2.  Puzzle  solving 

3.  Animation/kinetic  art 

4.  Sports  simulations 

5.  Needlepoint/stitchery /weaving  pattern  generation 

6.  Computer  art 

7.  Library  cataloging  (books,  records,  etc.) 

8.  Collection    catalog/inventory /value    (coins,   stamps,   shells 
antique  auto  parts,  comics,  etc.) 

9.  Model  railroad  control 

10.  Amateur  radio  station  control 

1 1 .  Astronomy;  star,  planet,  satellite  tracking 

12.  Robotics 

13.  Speech  recognition  and  synthesis 


Business  Functions 

1.  Small  business  accounting 
2  Word  processing/text  editing 

3.  Customer  files 

4.  Software  development 

5.  Operations  research 

6.  Scientific  research 

7.  Computer  conferencing 

8.  Telephone  monitoring 

9.  Engineering  calculations 

10.  Statistical  analysis 

11.  Survey  tabulation 

12.  Inventory  control 

13.  Mailing  lists 


For  FAST  service,  use 

your  bank  card  and  our 

toll-free  order  hot  line 

800-631-8112 

(In  NJ,  call  201-540-0445) 
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SUBSCRIPTION  ORDER  FORM 


Type  Term  USA 

individual  1-Year  n   $     8 

3-Year  n       21 

Lifetime  □     300 

Institutional         1-Year  □        15 

3-Year  □  40 
:   New            :   Renewal 

rj  Cash,  check,  or  M  O   enclosed 

i  BankAmencard  Card  No    


Foreign 

□  $  11 
D  30 
D  400 
D  15 
D        40 


Master  Charge  Expiration  date 


;  Please  bill  me  ($1  00  billing  fee  will  be  added) 


Name 


Address  ., 
City   


Zip. 


Send  to    Creative  Computing.    Attn:  Darcy 

P  O    Box  789-M.  Momstown.  NJ  07960 


The  Best  of  CPGafci  YC5 

GOmpUkinfi  Volume  1 


In  this  328-page  book  are  all  the  articles,  stories,  learning  activities,  games, 
and  puzzles  that  appeared  in  Creative  Computing  Volume  1 ,  Numbers  1  through 
6.  The  contents  cover  the  gamut  of  computer  applications  in  education  and 
recreation.  Over  200  contributors  are  represented  from  college  professor  to  high 
school  student,  from  U.S.  Senator  to  underground  cartoonist  and  from  corpora- 
tion president  to  science  fiction  author. 

Only  $8.95 


ARTICLES  AND  COMMENTARY 

•  Editorials 

Birth  of  a  Magazine        Ahl 

A  Computer  in  the  Classroom?        Ahl 

Is  Breaking  Into  A  Timesharing 

System  A  Crime?        Tagg 
Where  Are  We  Going?  -    Ahl 

•  Computers  in  Education 
What  s  Wrong  With  the  Little 

Red  Schoolhouse?        Ahl 
How  to  Cope  With  Your  Computer        Most 
Recent  Trends  in  Mathematics 

Curriculum  Research  -     Cntchfield 
CITALA   Computing  in  a  Two  Year  College 

-  Howard,  et  al 
EXPER  SIM    Experimental  Simulation        Main 
Monty  Python  Meets  Monte  Cristo        Taylor 
IF  IP  Conference  Report        Hebenstreit 

•  Transportability 

The  Parable  of  the  Horse        Nevison 
Technical  Transport  Problems        Dunnag.in 
CONDUIT  Documentation  Guideline 
Statewide  Pools  May  Not  Yield 
Expected  Benefits        Magarrell 

•  Hard  Core  CAI 

PLATO  IV  System  Progress        McWilliams 
TICCIT  System  Progress        McWilliams 
PLANIT   The  Portable  CAI  System        Frye 

•  Careers 

A  Computer  Career  for  You?        Edwards 
Career  Education   Will  It  Last?        Kennedy 
Key  to  Your  Future?        Corr 
Profile  of  an  Industry 

•  Applications 
Computers  and  the  Weather 
Computer  Simulation  of  the  Atmosphere 
Weather  Forecasting  Applications 
Relativity  for  Computers   All  Arithmetic 
Mr   Spock  s  7th  Sense        Kibler 

•  Programming  and  Languages 
Structured  Programming        Hoogendyk 
On  Computer  Languages        Alii 
Toward  A  Human  Computer 

Language  -  Cannara 
Learning  About  Smalltalk        Goldeen 
Eclectic  Programming  Languages        Ireland.  Glick 
A  New  Approach  to  Testing        Hershkowitz 

•  Computer  Impact  on  Society 

The  Computer  Threat  to  Society        Ahl 
Digital  Calculators  —  Then  and  Now 
The  Computer   Threat  to  Society?        Tunney 
Putting  Teeth  Into  Privacy 

Legislation  —  Hastings 
Industry  Leaders  at  Privacy 

Hearings  —  Hastings 
Record  keeping  in  the  Space  Age        Henderson 
A  Manufacturer  Looks  at  Data 

Privacy  —  Fntze 
Survey  of  Public  Attitudes  Toward 

Computers  —  Ahl 
NBS  Privacy  Conference 

How  Much  Privacy  Should  You  Have        Westm 
Memoirs  of  an  Ex  Social  Security 

Number  Giver  —  Campbell 
Crime.  Cops,  Computers  —  Malcolm 
Prosecutor  Management  Information 

System  —  Ahl 
A  Computerized  Criminal  Justice 

System  —   Boekelman 
Embezzler  s  Guide  to  the  Computer        Allen 
Credit  Card  Crooks 
Waiting  for  the  Great  Computer 

Rip  Off  —  Hastings 
Computer  Abuse  —  Snyder 
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Doomsday  100  Years  Away  —  Reinhold  94 
Supermarkets  Are  Going  Bananas 

Over  Computers  —  Barnett  97 
Community  Memory   A  Public 

Information  Network  100 

•  The  Fascinating  Computer 

Turning  On  With  Computer  Art  -  Marks  101 

New  Communications  Media  -    Johansen  103 

Computer  Cartoons  —  Anderson  104 

Building  A  Computer  of  Your  Own        Gray  107 

FICTION  AND  POETRY 

Daddy  and  His  Computer  —  McWilliams  1 10 

The  Life  and  Times  of  Multivac  —  Asimov  1 1 1 

Time  and  Again,  and  Overtime  -    Weaver  1 1  7 

Poems  by  Peter  Payack  1 19 

FOOLISHNESS 

We're  Losing  Our  War  Against 

Computers  —  Clarke.  Koch  122 

Genesis  — Release  2  5  -  Coleman,  Burgess  124 

The  Fabulous  Furry  Freak  Brothers  —  Shelton  126 

Fractionated  People  —  Henderson  128 

Test  For  System  Analysts  130 

Span-0  Vision  #1  —Johnson  131 
Confess   A  Humanistic  Prescriptive 

Program  —  Majer,  Flanigan  132 
The  Guiness  Book  of  Computer 

Records—  Yarbrough  134 

Trots  and  Bonnie  —  Flenniken  135 

Draw  the  Bug  From  the  Computer  136 

PEOPLE.  PLACES,  AND  THINGS 

Nicholas  Copernicus  138 

Evelyn  Roth  1  39 

PILOT  73  Information  Exchange        Yob  140 

Nolan  Bushnell  —  Todd  140 

Playing  PONG  to  Win  -    Ahl  141 

Your  Own  Computer?  —  Ahl  142 
Introducing  Computer  Recreations 

Corp    —  Todd,  Guthrey  142 

Creative  Computing  Compendium        Todd  143 

Flying  Buffalo  —  Loomis  148 

Compleat  Computer  Catalogue  149 
National  Computers  in  Education 

Conference?  154 

Public  Access  Questionnaire        Press  154 

Still  A  Few  Bugs  in  the  System       Ahl  155 

Computer-Generated  Super  8  Movies  156 

NSF  Awards  1  57 
Hewlett  Packard  Computer  Curriculum 

Project  1 58 

Can  You  Solve  the  Energy  Crisis?        Klassen  159 

Good  Things  From  Oregon  1  60 

Letters  to  the  Editor  161 

T  Shirt  Ad  1  (34 

PROGRAMS.  PUZZLES.  PROBLEMS, 
AND  ACTIVITIES 

•  Problems  for  Creative  Computing 

Tac  Tix  and  The  Complications  of 

Fallibility  —  Koetke  166 

Palindromes  —  Koetke  168 

Computing  Factorials— Accurately        Koetke  172 

Aedi,  Mutab,  Neda,  and  Sogal  -  Koetke  175 

Reading,  Writing,  and  Computing        Koetke  178 

Probability  —  Johnson  180 

Compounding  —  Reeves  180 

Doubling  Up  —  Tapson  181 
Puzzles  and  Problems  for  Computers  and  Humans    182 

Pythagorean  Triples  —  Acuna  184 

Puzzle    People  and  Cabins  185 


•  Activities  to  Begin  With 

Turtle  Geometry  Without  Hardware 

—  McLean,  Pagano 
The  10C  Computer  and  Other  Games        Lyon 
Beginning  With  BASIC  -    Morrison 
Odd  or  Even  —  Moskow 
Alphabet  Statistics 
Sports  Special 

You  Don't  Need  A  Computer  For  These       Ahl 
Learning,  Innovation,  and  Animals       Ahl 
Computers  in  the  English  Curriculum        Press 
Surveys,  the  Census,  and  Privacy       Ahl 
Interview  —  Ahl 
Life  Auction 

What  Do  You  Value  -  Richards 
Fairy  Tales  Can  Come  T'ue       Jones 
You  Are  A  Businessman       Jones 
Technology-  Doomsday  for 

Individualism?  —  Jones 

•  More  Advanced  Activities 
Escape  —  Harris 

The  Automobile  and  Air  Pollution   -  Peckham 
Computer  Experiments  in  Cognitive 

Psychology  —  Bewley 
The  Journalism  Programs       Bishop 
Shorthand  Instruction  Via  Computer 
•     —  Kavan,  Gallion 

A  Universal  Word  Game  in  BASIC        Milstem 
Dynamic  Modelling  Using 

Fortran  IV  —  Anderson 


COMPUTER  GAMES 

Call  for  Games 

Hunt  the  Wumpus  —  Yob 

Depth  Charge  —  Noftle 

NOTONE  -  Puopolo 

Civil  War  —  Cram,  Goodie,  Hibbard 

Guess 

Reverse  —  Sessions 

Schmoo  —  Bell 

Binary  —  Park 

Seawar  —  Paxton,  Dobbs 

Lunar  Landing  -    Ahl 

Love  —  Ahl 

Geowar  —  Janowiak,  Yob 

Splat  Parachute  Jump  -  Yegge 

ICBM  —  Calter 

Rabbit  Chase  —  Park 

Magic  Square  —  Ahl 

MADLIB  -  Gallo,  Ahl 

Super  Star  Trek  -    Leedom,  Ahl 


REVIEWS 

•  Creative  Computing  Library  Ad 

•  Book  and  Game  Reviews 

Education  and  Ecstasy,  Leonard 
Man  and  the  Computer,  Kemeny 
Survival  Printout,  Total  Effect 
Equations.  Instructional  Math  Play. 

On  Words.  Allen,  et  al 
On  Sets.  Allen  et  al 
Space  Hop,  Wimmer 
BASIC  in  a  Flash,  Orl  &  Helmbrecht 
II  Cybernetic  Frontiers,  Brand 
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Education,  Ellis 
Computers  in  the  Classroom. 
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Learning  for  Tomorrow.  Toffler 
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World.  Ashley 
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The  Electronic  Brain    How  it  Works   Cook 
Six  Books  on  Computer  Literacy 
Computers    Tools  for  Today,  DeRossi 
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Getting  Started  in  Classroom  Computing   Ahl 
Computers  and  You.  Stehlmg 
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Snobol   An  Introduction,  Newstead 
Business  Data  Processing  I.  Albrecht 
How  to  Survive  in  Your  Native 

Land,  Herndon 
The  Digital  Villain,  Baer 

Databanks  in  a  Free  Society,  Westm  &  Baker 
The  Terminal  Man.  Cnchton 
The  Electronic  Criminals.  Farr 
Freedom  s  Edge.  Wessel 
Zen  and  the  Art  of  Motorcycle 

Maintenance,  Pirsig 
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The  Best  of    CP6IMJIY6 

computing  Volame  2 


This  fascinating  336-page  book  contains  the  best  of  the  articles,  fiction, 
foolishness,  puzzles,  programs,  games,  and  reviews  from  Volume  2  issues  of 
Creative  Computing  magazine.  The  contents  are  enormously  diverse  with 
something  for  everyone.  Fifteen  new  computer  games  are  described  with 
complete  listings  and  sample  runs  for  each;  67  pages  are  devoted  to  puzzles, 
problems,  programs,  and  things toactually  do.  Frederik  Pohl  drops  in  fora  visit 
along  with  10  other  super  storytellers.  And  much  more!  The  staggering 
diversity  of  the  book  can  really  only  be  grasped  by  examining  the  contents,  or 
better  yet,  the  book  itself.   Price  is  $8.95 


ARTICLES  AND  COMMENTARY 

•Technology  —  Present  and  Future 

The  Future  of  Computer  Technology  -  Dragunas  2 

Computing  Power  to  the  People  -  Chen  3 
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COMPUTER  RAGE  is  a  fascinating  new  board  game  based  on  a 
large-scale  multi-processing  computer  system.  The  object  is  to  move 
your  three  programs  from  input  to  output.  Moves  are  determined  by 
the  roll  of  3  binary  dice.  Hazards  include  priority  interrupts,  program 
bugs,  decision  symbols  which  alter  your  path,  power  failures,  and 
restricted  use  input  and  output  channels.  Notes  are  included  for  using 


the  game  in  school.  Ages  10-adult;  2-4  players.   COMPUTER  RAGE 

comes  with  a  colorful  board,  12  program  playing  pieces,  3  binary  dice, 
38  interrupt  cards.  Orders  must  be  prepaid.  Only  $8.95  postpaid  ($10 
outside  of  USA).  Creative  Computing,  P.O.  Box  789-M,  Morristown, 
NJ  07960,  Attn:  Darcy. 


0       AMAZIN 
"£       ANIMAL 


101  BASIC  Computer  Games  is  the  most  popular 
book  of  computer  games  in  the  world.  Every  pro- 
gram in  the  book  has  been  thoroughly  tested  and 
appears  with  a  complete  listing,  sample  run,  and  de- 
scriptive write-up.  All  you  need  add  is  a  BASIC- 
speaking  computer  and  you're  set  to  go. 

101  BASIC  Computer  Games.  Edited  by  David  H. 
Ahl.  248  pages.  81/2x11  paperbound.  $7.50 
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THE  BEST  OF  BYTE  —  VOL.  1 


The  Best  of  Byte  -  Volume  1  is  a  384-page  blockbuster  of  a  book 
which  contains  the  majority  of  material  from  the  first  1 2  issues  of 
Byte  magazine.  146  pages  are  devoted  to  "Hardware"  and  are 
cram  full  of  how-to  articles  on  everything  from  TV  displays  to 
joysticks  to  cassette  interfaces.  The  section  on  computer  kits 
describes  building  7  major  kits.  But  hardware  without  software 
might  as  well  be  a  boat  anchor,  so  there  are  125  pages  of 
"Software  and  Applications"  ranging  from  on-line  debuggers  to 
games  to  a  complete  small  business  accounting  system.  A 
section  on  "Theory"  examines  the  how  and  why  behind  the 
circuits  and  programs,  and  a  final  section  "Opinion"  looks  at 
where  this  explosive  new  hobby  is  heading. 

The  Best  of  Byte-  Volume  1  is  edited  by  Carl  Helmersand  David 
Ahl  and  published  by  Creative  Computing  Press.  Price  in  the  US 
is  $11.95  plus  $1.00  shipping  and  handling  ($12.95  total);  foreign 
orders  add  $1.00  ($13.95  total).  Orders  from  individuals  must  be 
prepaid.  Creative  Computing  Press,  Dept.  CC-14,  P.O.  Box  789- 
M,  Morristown,  NJ  07960.  Allow  8  weeks  for  delivery. 
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Hexpawn:  A  Beginning  Project  in  Artificial 

Intelligence  —  Wier 
Shooting  Stars  —  Nico 
Biorythm  for  Computers  —  Fox 
Life  Line  —  Helmers 

APPLICATIONS 

Total  Kitchen  Information  System  —  Lau 

A  Small  Business  Accounting  System  —  Lehman 

Chips  Found  Floating  Down  Silicon  Slough  —  Trumbull 
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ARTIST 

AMD 
CQMPIJTER 

Edited  by  RUTH  LEAVITT 


ARTIST  AND  COMPUTER  is  a  unique  new  art  book  that 
covers  a  multitude  of  computer  uses  and  the  very  latest 
techniques  In  its  pages  35  artists  who  work  with  computers 
explain  how  the  computer  can  be 
programmed  either  to  actualize  the 
artists  concept  (such  as  the 
visualization  of  fabric  before  it  is  wo- 
ven) or  to  produce  finished  pieces  Illustrated 
with  more  than  160  examples  of  computer  art  9 
.  of  them  in  full  color  ARTIST  AND  COMPUTER 
\maJ  will  fascinate  and  inspire  anyone  who  is  in- 
terested in  art  or  com- 
puter technology  Size 
x  11" 


STAR  TREK  COMPUTER  IMAGES 


Mr.  Spock  Poster.  Large  (17"  x  23")  computer  image  on  heavy 
poster  stock.  A  digital  scanning  densitometer  transformed  each 
50  micron  square  point  on  the  negative  into  a  line  printer 
character  (using  two  overprintings).  $1.50  postpaid. 

Set  of  7  Computer  Images.  Kirk,  Spock,  McCoy,  Sulu,  Scott, 
Uhrura,  and  the  Enterprise.  On  heavy  poster  stock.  8Vfe  x  1 1 .  $1 .50 
per  set  postpaid 


&**%#**  Hundreds  ^°>v« 

<**s  and  hundreds  of 

cartoons  about  computers, 
robots,  calculators,  Al,  and  much  more. 

THE  COLOSSAL  COMPUTER 
CARTOON  BOOK 

128  big  pages!  Paperbound. 
Only  $4.95 
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Computer  Games 


101  Basic 
Computer  Games 

David  H.  AM.  An  anthology  of  games 
and  simulations — from  Acey-Deucey  to 
Yah t zee,  all  in  the  BASIC  language. 
Contains  a  complete  listing,  sample  run, 
plus  a  descriptive  write-up  of  each  game. 
Our  most  popular  book!  Large  format, 
248  pp.  $7.50  [6C] 

What  to  Do  After 
You  Hit  Return 

Another  collection  of  games  and 
simulations— all  in  BASIC— including 
number  guessing  games,  word  games, 
hide-and-seek  games,  pattern  games, 
board  games,  business  and  social  science 
simulations  and  science  fiction  games. 
Large  format.  158  pp.  $8.00  [8A] 

Games  &  Puzzles 
Magazine 

The  only  magazine  in  the  world  devoted 
to  games  and  puzzles  of  every  kind  — 
mathematical,  problematical, 
crosswords,  chess,  gomoko,  checkers, 
backgammon,  wargames,  card  games, 
board  games,  reviews,  competitions,  and 
more.  Monthly.  l-Yearsub'n$l2.00[3A] 

The  Star  Trek  Star 
Fleet  Technical  Manual 

Franz  Joseph.  This  important  resource 
book  is  packed  with  the  data  you  need  to 
create  or  modify  STAR  TREK  computer 
games  (see  2  above),  including  all 
Starship  operating  characteristics,  and 
defense  and  weapon  systems;  standard 
orbits;  velocity  time  relationship; 
space;  warp  technology;  Milky  Way 
galaxy  charts;  Federation  charts; 
Federation  codes;  etc.,  etc.  A  national 
best  seller.  Large  format,  vinyl  binder. 
1 80  pp.  $6.95  [8C] 


Fun  &  Games 
with  the  Computer 

Ted  Sage.  "This  book  is  designed  as  a 
text  for  a  one-semester  course  in  com- 
puter programming  using  the  BASIC 
language.  The  programs  used  as  il- 
lustrations and  exercises  are  games 
rather  than  mathematical  algorithms,  in 
order  to  make  the  book  appealing  and 
accessible  to  more  students.  The  text  is 
well  written,  with  many  excellent  sample 
programs.  H ighly  recommended."  —  the 
Mathematics  Teacher  35!  pp.  $6.95  [8B] 


Game  Playing 
With  the  Computer, 
2nd  Ed. 

Donald  Spencer.  Over  70  games.  pu//les. 
and  mathematical  recreations  for  the 
computer.  Over  25  games  in  BASIC  and 
FORTRAN  are  included  complete  with 
descriptions,  flowcharts,  and  output. 
Also  includes  a  fascinating  account  of  the 
history  of  game-playing  machines,  right 
up  to  today's  computer  war  games.  Lots 
of  "how-to"  information  for  applying 
mathematical  concepts  to  writing  vour 
own  games.  320  pp.  I976  $16.95  [HS] 


Hand  Calculators 


Games,  Tricks  and 
Puzzles  For  A  Hand 
Calculator 

Wally  Judd.  This  book  is  a  necessity  for 
anyone  who  owns  or  intends  to  buy  a 
hand  calculator,  from  the  most 
sophisticated  (the  HP65.  for  example)  to 
the  basic  "four  banger. H  1 10  pp.  $2.95 
[8D] 


Games  With  The 
Pocket  Calculator 

Sivasailam  Thiagarajan  and  Harold 
Stolovitch.  A  big  step  beyond  tricks  and 
puzzles  with  the  hand  calculator,  the  two 
dozen  games  of  chance  and  strategy  in 
this  elevee  new  book  involve  two  or  more 
players  in  conflict  and  competition.  A 
single  inexpensive  four-banger  is  all  you 
need  to  play.  Large  format.  50  pp.  $2.00 
[8H] 

Advanced  Applications 
for  Pocket  Calculators 

Jack  Gilbert.  Emphasizes  new  and 
unique  applications  that  go  way  beyond 
manufacturer  instruction  manuals. 
Shows  how  to  do  scientific  calculations 
with  a  basic  4-banger.  Also  covers 
scientific,  programmable  and  advanced 
business  calculators.  Hundreds  of  ex- 
amples and  tables.  304  pp.  1975  $5.95 
[8G] 
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How  to  Solve  Problems 

Wayne  Wickelgren.  This  helpful  book 
analyzes  and  systematizes  some  of  the 
basic  methods  o\  solving  mathematical 
problems.  Illustrative  examples  include 
chess  problems,  logical  puzzles,  railroad 
switching  problems  and  ones  from 
science  and  engineering.  For  each,  the 
author  provides  hints  for  the  reader  to 
tackle  the  problem,  and  then  a  complete 
solution  is  given.  Want  to  solve  a 
complex  problem  with  a  computer? 
Begin  here.  1974.  262  pp.  $6.50  [7Y]. 
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Problems  For 
Computer  Solution 

Gruenberger  &  Jaffray.  A  collection  of 
92  problems  in  engineering,  business, 
social  science  and  mathematics.  The 
problems  are  presented  in  depth  and 
cover  a  wide  range  of  difficulty.  Oriented 
to  Fortran  but  good  for  any  language.  A 
classic.  401  pp.  $8.95  [7 A] 


Problem  Solving  With 
The  Computer 

Ted  Sage.  This  text  is  designed  to  be  used 
in  a  one-semester  course  in  computer 
programming.  It  teaches  BASIC  in  the 
context  of  the  traditional  high  school 
mathematics  curriculum.  There  are  40 
carefully  graded  problems  dealing  with 
many  of  the  more  familiar  topics  of 
algebra  and  geometry.  Probably  the 
most  widely  adopted  computer  text.  244 
pp.  $6.95  [8J] 


LOOK' 


Problem   Solving:  The 
Computer  Approach 

LaFave.  Milbrandt,  and  Garth. 
Describes  the  process  of  thinking 
through  the  steps  needed  to  solve  a 
problem,  flowcharting  the  steps,  coding 
in  a  computer  language,  development  of 
appropriate  test  data,  and  manual 
checking.  176  pp.  1973  $11.65[8U] 
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A  Guided  Tour  of 
Computer  Programming 
In  Basic 

Tom  Dwyer  and  Michael  Kaufman. 
"This  is  a  fine  book,  mainly  for  young 
people,  but  of  value  for  everyone,  full  of 
detail,  many  examples  fincluding 
programs  for  hotel  and  airline  reser- 
vations systems,  and  payroll),  with  much 
thought  having  been  given  to  the  use  of 
graphics  in  teaching.  This  is  the  best  of 
the  introductory  texts  on  BASIC." 
Creative  Computing  Large  format.  156 
pp.  $4.80  [8L] 

Computer  Algorithms 
and  Flowcharting 

G.  Silver  and  J.  Silver.  A  straightforward 
approach  to  analyzing  problems  and 
structuring  solutions  suitable  for  the 
computer.  Branching,  counters,  loops, 
and  other  important  concepts  are 
presented  in  easily-grasped  modular 
units  in  the  text.  176  pp.  1975  $<8.95[8W] 


A  Simplified  Guide  to 
Fortran  Programming 

Daniel  McCracken.  A  thorough  first  text 
in  Fortran.  Covers  all  basic  statements 
and  quickly  gets  into  case  studies  ranging 
from  simple  (printing  columns)  to 
challenging  (craps  games  simulation). 
278  pp.  $8.75  [7F] 


Instant  BASIC 

Jerald  Brown.  A  self-teaching  guide  to 
BASIC  for  the  beginners.  Designed  to 
be  used  with  a  personal  micro- 
computer running  Altair  BASIC  or  a 
terminal  running  DEC  BASIC-PLUS. 
Self-tests,  practical  demonstrations,  and 
practice  problems  assure  fast  effective 
learning.  Large  format.  1977.  $6.00  [7L1 


Programming 

The  Art  of  Computer 
Programming 

Donald  Knuth.  The  purpose  of  this  series 
is  to  provide  a  unified,  readable,  and 
theoretically  sound  summary  of  the 
present  knowledge  concerning  computer 
programming  techniques,  together  with 
their  historical  development.  For  the 
sake  of  clarity,  many  carefully  checked 
computer  procedures  are  expressed  both 
in  formal  and  informal  language.  A 
classic  series.  Vol.  I:  Fundamental 
Algorithms.  634  pp.  $20.95  [7R].  Vol.  2: 
Seminumcrical  Algorithms,  624  pp. 
$20.95  [7S].  Vol.  3:  Sorting  and 
Searching.  722  pp.  $20.95  [IT]. 


NEW! 


Computer  Science: 
A  First  Course, 
2nd  Ed. 

A.I.  For sy  the,  T.A.  Keenan,  E.I. 
Organick  and  W.  Stenberg.  An  improved 
version  of  an  extremely  complete  and 
well-prepared  volume,  this  is  ideal  for 
self-study  or  daily  reference  on  the  job. 
Covering  all  topics  in  greater  depth  — 
arid,  of  course,  now  providing  more  up- 
to-date  information  —  it  gives  you  the 
material  you  need  on  algorithms,  data 
structures,  programming,  and  computer 
architecture. 

In  addition,  you'll  discover  extensions 
and  applications  of  basic  concepts  in 
special  areas.  Further  help  is  provided  by 
the  numerous  tables,  flowcharts,  and 
data  structure  diagrams,  plus  a  common 
base  flowchart  language  for  use  in  top- 
down  structured  programming  and 
adaptable  to  a  wide  variety  of  problem 
application  areas.  880  pp.  (1975)  $16.95 
[7D] 


My  Computer  Likes  Me 

This  entertaining  self-teaching 
workbook  introduces  the  BASIC 
language  to  young  or  old.  Problems 
and  examples  are  drawn  from  popula- 
tion problems  and  demographic  data.  A 
nice,  easy  start  into  BASIC.  Large 
format,  60  pp,   1973.  $2.00  [8K] 


Some  Common 
BASIC  Programs 

Adam  Osborne.  An  ideal  workbook  to 
accompany  an  elementary  BASIC 
programming  course.  Contains  76 
general  purpose  practical  BASIC 
programs.  The  listings  are  extensively 
commented.  A  restricted  subset  of 
BASIC  was  used  to  insure  maximum 
transferability.    1977.  $7.50  [7M] 


BASIC  Programming 
2nd  Ed 

Kemeny  and  Kurtz.  "A  simple  gradual 
introduction  to  computer  programming 
and  time-sharing  systems.  The  best  text 
on  BASIC  on  almost  all  counts.  Rating: 
A*"  Creative  Computing.  1 50  pp.  $8.50 
[7E] 

Programming  Proverbs 

Henry  Ledgard.  Features  26  ingenious 
proverbs  to  strengthen  your  powers  of 
program  organization  and  logical  think- 
ing. Complete  explanation  of  each 
proverb  including  examples  of  its  use  or 
lack  of  it.  Guaranteed  improvement  of 
your  programming  clarity,  accuracy,  and 
style.  144  pp.  1975.  $6.50  Please  specify 
sample  programs  in  FORTRAN  [8YJ. 
Sample  programs  in  PL  I,  ALGOL  and 
other  languages  [8X]. 

BASIC 

Albrecht,  Finkel,  and  Brown.  A  self- 
teaching  guide  to  BASIC  written  in  an 
informal,  easy-going  manner.  Every 
difficult  point  is  explained  in  great  detail. 
324  pp.  $4.95  [7G] 


ANS  COBOL 

Ruth  Ashley.  An  excellent  self-teaching 
book  for  people  without  previous 
programming  experience  and  with  no 
access  to  a  terminal.  The  author  an- 
ticipates common  errors  of  first-time 
COBOL  users  and  gives  extra  help  to 
readers  through  these  parts.  242  pp. 
$4.95  [7H] 

The  Calculus 

With  Analytic  Geometry 

Handbook 

Jason  Taylor.  Ideal  for  a  HS  or  college 
introductory  calculus  course  or  for  self- 
learning.  Five  chapters  include:  analytic 
geometry;  functions  and  derivatives; 
integration  techniques;  vectors  and 
functions  of  more  than  one  variable; 
and  sequences  and  series.  Widely 
acclaimed  by  educators,  this  book  is 
fast  becoming  the  standard  calculus 
reference  text.  Handy  reference  for 
scientists,  engineers,  and 
mathematicians  too.  Large  format,  68 
pp.    1976.  $2.95  [7Q] 


Understanding 

Solid  State  Electronics 

An  excellent  tutorial  introduction  to 
transistor  and  diode  circuitry.  Used  at 
the  TI  Learning  Center,  this  book  was 
written  for  the  person  who  needs  to 
understand  electronics  but  can't  devote 
years  to  the  study.  242  pp.  $2.95  [9A] 

Microprocessors 

A  collection  of  articles  from  Electronics 
magazine.  The  book  is  in  three  parts: 
device  technology;  designing  with 
microprocessors;  and  applications.  160 
pp.  1975  $13.50  [9J] 

Microprocessors:  Tech- 
nology, Architecture 
and  Applications 

Daniel  R.  McGlynn.  This  introduction 
to  the  microprocessor  defines  and 
describes  the  related  computer  structures 
and  electronic  semi-conductor  processes. 
Treats  both  hardware  and  software, 
giving  an  overview  of  commercially 
available  microprocessors,  and  helps  the 
user  to  determine  the  best  one  for 
him/her.  240  pp.  $12.00  [7C] 

Software  Design  for 
Microprocessors 

Wester  and  Simpson.  A  complete  stand- 
alone guide  for  beginner  or  professional 
which  presents  the  basics  of 
microprocessor  machine  code  and 
assembly  language.  The  first  chapter 
starts  with  basic  terms,  then  gets  into 
machine  architecture  with  a  detailed  look 
at  instructions  and  addressing. 
Succeeding  chapters  present  the  process 
of  generating  software,  designing  a 
simple  demonstration  machine  as  well  as 
four  comprehensive  sample  problems. 
350  pp.  1976  $12.95  [9D] 


Building  Your  Own 


Introduction  To 
Microcomputers:  Basic 
Concepts 

Adam  Osborne.  This  book  became  a 
leading  text  in  colleges  and  universities 
just  a  few  months  after  release.  The  book 
assumes  no  prior  knowledge  of  com- 
puters; therefore,  computer  concepts  are 
described,  beginning  with  first  principles, 
binary  arithmetic  and  boolean  algebra. 
The  book  covers  in  depth  •  memory 
organization,  the  microprocessor  CPU, 
I/O  logic,  programming,  and  then 
discusses  a  hypothetical  instruction  set. 
304  pp.  (1976)  $7.50  [9k] 


Microcomputer 
Handbook 

Charles  J.  Sippl.  A  comprehensive 
microcomputer  reference  guide  for 
designers,  users,  students,  and  hob- 
byists. Covers  microcomputer  design; 
software  and  programming  techniques; 
available  products,  kits,  and  develop- 
ment systems;  comparison  of  micros, 
minis  and  standard  systems;  and 
applications  including  use  in  control 
systems,  businesses,  banks,  factories, 
and  homes.  A  vital  reference.  480  pp, 
1977.  $19.95  [7N] 


Build  Your  Own 
Working  Robot 

David  Heiserman.  Complete  plans, 
schematics  and  logic  circuits  for  building 
a  robot.  Not  a  project  for  novices,  this 
robot  is  a  sophisticated  experiment  in 
cybernetics.  You  build  him  in  phases  and 
watch  his  capabilities  increase  and  his 
personality  develop.  Phase  I  is  leash  led. 
Phase  II  has  a  basic  brain,  while  Phase 
III  responds  and  makes  decisions.  238 
pp.  1976  $5.95  [9M] 


Texas  Instruments  Data  Books 


Linear  and  Interface 
Circuits  Data  Book 

Contains  full  specs  and  data  on  linear 
(72000  series)  and  interface  (75000  series) 
logic  gates  and  circuits.  688  pp.  $3.95 
[9G] 

Semiconductor 
Memory  Data  Book 

Contains  complete  data  on  practically 
every  random  access  (RAM)  and  read 
onlv  (ROM)  semiconductor  memorv. 
272  pp.  $2.95  [9H] 

Transistor  and  Diode 
Data  Book 

Describes  the  characteristics  of  over  800 
transistors  and  500  silicon  diodes  most 
widely  used  in  switching  and  amplifying 
applications.  Covers  low-power  (1  watt 
or  less)  semiconductors.  You'd  expect  a 
big,  comprehensive  data  book  from  one 
of  the  pioneers  in  the  field  and  this  is  it. 
1248  pp.  $4.95  [9B] 

Power  Semiconductor 
Handbook 

Covers  high-power  transistors  and 
related  switching  devices.  Want  your 
computer  to  control  some  external 
device?  Then  this  is  the  book.  800  pp. 
$3.95  [9C] 


TTL  Data  Book 

Presents  detailed  specifications  of  most 
7400  series  TTL  logic  devices.  This  is  the 
industry  standard  data  book  for  design 
engineers,  hobbyists,  educators  or 
anyone  working  with  TTL.  640  pp.  $4.95 
[9E] 
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An  Introduction  to 
Microcomputers  — 
Vol.  2:  Some  Real 
Products  (2nd  Edition) 

Adam  Osborne.  Covers  over  20  real 
microprocessors  (4,  8,  and  16  bit)  in 
considerable  detail.  For  example,  19 
timing  diagrams  are  presented  for  using 
the  8080A  call  instruction  as  an  interrupt 
response.  Also  covers  major  chip  slice 
products.  304  pp.    1977.  $15.00  [9L] 
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PCCs  Reference  Book 
of  Personal  and  Home 
Computing 

Ever  try  to  find  the  address  of  a 
manufacturer  of  a  cassette  interface 
that  a  friend  told  you  about  2  weeks 
ago?  Frustrating  isn't  it?  This  book  will 
go  a  long  way  towards  ending  that 
frustration  with  its  comprehensive  list 
of  manufacturers,  stores,  and  products. 
Also  contains  survey  articles  on  soft- 
ware, hardware,  kits,  and  applications 
as  well  as  an  index  of  articles  from 
various  hobbyist  magazines.  Several 
bibliographies  too.    1977.   $4.95  [7P] 


The  Underground 
Buying  Guide 

Dennis  A.  King.  The  Guide  is  written 
for  hams,  CBers,  Experimenters,  and 
Computer  Hobbyists.  It  lists  a  wide 
range  of  parts,  supplies,  and  services 
categorized  by  firms,  products,  and  geo- 
graphic location  and  completely  cross- 
referenced.  Covers  250  product 
categories  and  650  firms  from  tiny  to 
huge.   200  pp,    1977.  $5.95  [7K] 
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Milton  Wessel.  The  computer  threat  to 
society.  The  author,  an  attorney,  shows 
some  of  the  ways  in  which  the  computer 
is  changing  our  lives— or  soon  will  be. 
Discusses  the  data  bank,  point-of-sale 
marketing  and  free  competition,  com- 
puter related  crime,  controlling  the 
computer,  etc.  137  pp.  $5.95  [8N] 


Computer  Lib/ 
Dream  Machine 

Ted  Nelson.  This  book  is  devoted  to  the 
premise  that  everybody  should  under- 
stand computers.  In  a  blithe  manner  the 
author  covers  interactive  systems,  ter- 
minals, computer  languages,  data  struc- 
tures, binary  patterns,  computer 
architecture,  mini-computers,  big  com- 
puters, microprocessors,  simulation, 
military  uses  of  computers,  computer 
companies,  and  much,  much  more. 
Whole  earth  catalog  style  and  size.  A 
doozy!  127  pp.  $7.00  [8P] 
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Computer  Power  and 
Human  Reason 

Joseph  Weizenbaum.  In  this  major  new 
book,  a  distinguished  computer  scientist 
sounds  the  warning  against  the 
dangerous  tendency  to  view  computers 
and  humans  as  merely  two  different 
kinds  of  "thinking  machines."  Weizen- 
baum explains  exactly  how  the  computer 
works  and  how  it  is  being  wrongly 
substituted  for  human  choices.  300  pp. 
$9.95  [8R] 


Computers  in  Society 

Donald  Spencer.  How  can  the  computer 
help  the  businessman,  artist,  or  sports 
announcer?  This  book  examines  a  wide 
range  of  up  to  date  applications  of  the 
computer  to  medicine,  engineering, 
transportation,  business,  the  arts,  educa- 
tion, law,  process  control,  and  mahy 
other  areas.  208  pp.  S  5.50  [SQ] 


The  Thinking  Computer 

Bertram  Raphael.  This  book  is  a  lucid 
introduction  to  artificial  intelligence  with 
a  minimum  of  technical  jargon.  It 
discusses  the  progress  o\  AI,  research 
goals,  and  the  current  approaches  for 
making  the  computer  more  intelligent. 
1976.  321  pp.  S6.95  [7X]. 


Outrageous  T  Shirts! 


creative 
computing 


Einstein  in  black,  white 
shirt,  scarlet  sleeve  and 
:ollar  trim. 


Scarlet     design, 
orange  shirt. 


Black  design, 
light  green  shirt. 


T-Shirts     a- 
vailable      in 
adult  sizes  S, 
M,  L,  XL.  All 
cotton,   made 
in  USA.  $4.50 
each      post- 
paid in  USA, 
$5.50  to  for- 
eign       ad- 
dresses.  Send 
order    (speci- 
fying    design 
and  size)  with  payments  to 
Creative  Computing,  P.O. 
Box   789-M,   Morristown, 
NJ  07960.  Allow  8  weeks 
for  delivery. 


TAKE  fl 

COMPUTER 
TD    LUNCH 


4*1*** 
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Hot   pink  design, 
yellow  shirt. 


Purple     design,  powder 
blue  shirt. 


Enterprise 

in  sliver, 

dark  blue 

shirt. 


BIONIC  TOAD  FOR  CHILDREN 

The  same  super  bionic  toad  design  (riveted 
on  warts  and  all)  as  on  our  best-selling  adult 
T-shirt.  Deep  purple  design  on  light  blue 
shirt.  Children's  sizes  S  (6-8),  M  (10-12),  L 
(14-16)  and,  of  course,  adult  men's  sizes  too 
S,M,L,XL.  One  price  for  all:  $4.50  postpaid  in 
USA,  $5.50  to  foreign  addresses.  Creative 
Computing,  P.O.  Box  789-M,  Morristown, 
NJ  07960. 


BACK  ISSUES 

Back  issues  of  Creative  Computing  are 
sold  on  a  first  come,  first  serve  basis.  We 
generally  have  the  last  3  or  4  issues  in  stock 
and  random  earlier  issues.  Back  issues  are 
$1.50  plus  250  postage  each  ($1.75  post- 
paid). Issues  available  as  this  catalogue 
went  to  press  are: 

Vol.  1,  No.  4  -  May/Jun  1975 

Super  Star  Trek  game  complete,  5  other 
games,  computers  in  space  exploration, 
smog  simulation.,  R.  Crumb's  "City  of  the 
Future,"  34  BASIC  books  (Part  2),  etc. 

Vol.  2,  No.  1  -  Jan/Feb  1976 

All  games  and  puzzles  issue.  Over  115 
puzzles  for  computers,  calculators  and 
humans.  Many  games  with  complete 
listings.  Game  playing  strategies,  creative 
chess,  magic  squares,  more. 

Vol.2,  No.  2-  Mar/ Apr  1976 

Artificial  intelligence  primer.  Future  of 
computers.  Videodiscs  as  a  computer 
storage  medium.  Several  pieces  on  ex- 
traterrestrial intelligence. 

Vol.  2,  No.  5  -  Sep/Oct  1976 

Do-it-yourself  computer  poetry.  Four  in- 
depth  reviews  of  Weizenbaum's  "Computer 
Power  and  Human  Reason."  Dwyer:  "Art  of 
Education."  Computers  in  elections.  NCC 
report.  (Some  covers  have  "Sample  Issue" 
strip  on  them.) 

Vol.  2,  No.  6  -  Nov/Dec  1976 

Altair  8800  follow  up.  "Beyond  BASIC." 
Computers     and     beauty.      Reviews     of 


Tektronix  4051,  HP25,  etc.  Buying  a  used 
Teletype.  Computer  sorting  techniques  (4 
methods).  New  Frederik  Pohl  story. 

Vol.  3,  No.  1  -  Jan/Feb  1977 

Profiles  of  IMSAI  8080,  SWTPC  6800,  TTY 
43.  All  about  EFTS.  Computational  un- 
solvability.  4  outrageous  new  games. 
Gruenberger:  "Learning  by  Doing." 
Catastrophic  theory. 

Vol.  3,  No.  2  -  Mar/Apr  1977 

Special  music  features:  music  instruction, 
computer  music  performed  by  dance, 
"Bottom-Up  Bizet,"  transposition  and  com- 
position of  music  by  computer,  5  more. 
Piele  &  Wood:  "Thinking  Strategies  -  Pt.  1 ." 

Vol.  3,  No.  3  -  May/Jun  1977 

Ahl:  "Computer  Power  to  the  People," 
Dynabook  revealed,  All  about  PILOT, 
Nelson:  "A  Dream  for  Irving  Snerd,"  Arthur 
C.  Clarke:  "Future  Communications," 
Profiles:  Wave  Mate  Jupiter  II,  SOL-20.  CAI 
in  depth. 


FOREIGN  ORDERS 

Foreign  subscriptions  to  Creative  Com- 
puting are  available  at  the  prices  shown  on 
the  order  form.  Back  issue  prices  to  foreign 
addresses  are  $2.50  each  postpaid.  Foreign 
book  and  merchandise  orders  should  add 
$1.25  postage  per  book  or  item. 

All  foreign  orders  must  be  prepaid. 

Customers  in  the  U.K.  may  order  and  pay  for 
subscriptions,  books,  and  other  merchan- 
dise in  sterling  at  the  prevailing  rate  of 
exchange  plus  5%  computed  on  the  listed 
foreign  price.  U.K.  orders  only  should  be 
sent  to: 

Creative  Computing 

60  Porchester  Road 

Southampton  S02  7JD 

England 

All  foreign  orders  are  shipped  via  surface 
mail.  Please  allow  8  to  1 2  weeks  for  delivery. 
(At  this  time,  we  cannot  handle  airmail 
shipments.) 


•  RETAIL  STORES 
•  SUBSCRIPTION  AGENCIES 
•  BOOK  JOBBERS 
•  WHOLESALERS 
•  SCHOOLS,  COLLEGES 
•  CLUBS,  SOCIETIES 


You  may  qualify  for  special  arrangements, 
terms,  prices,  or  discounts.  Tell  us  what 
kind  of  organization  you  are  and  we'll  send 


you  a  folder  which  outlines  the  terms  and 
conditions  available  to  you.  In  a  rush?  Then 
call  us  at  201-540-0445. 


CREATIVE  COMPUTING  ORDER  FORM 


A       Name  and  Address 


Sold  to  - 

Name 

Address  . 

City 


State . 


Zip. 


Ship  to  (if  different  from  "Sold  to")  - 

Name  

Address . 

City  State 


Zip. 


B 


Creative  Computing  Subscriptions 


Bi-monthly 

USA 

Foreign 

Individual  1-Year 

□     $8 

□  $11 

Individual  3- Year 

□     21 

□     30 

Individual  Lifetime 

□  300 

□  400 

Institutional  1-Year 

□     15 

□     15 

Institutional  3-Year 

□     40 

□     40 

□  New  □  Gift  (Put  your  name  in  "sold  to"and 

□  Renewal         recipients  in  "ship  to") 


C       Back  Issues  (when  available) 


Quantity 


Vol. /No.  or  Cover  Date 


"Foreign  price  $2.50  each 


Price  Ea. 
$1.75 
1.75 
1.75 
1.75 
1.75 

Total 


Total 


Books  and  Merchandise 


Quantity  Cat.  No. 

CREATIVE  COMPUTING  PRESS  BOOKS  ■ 


Title 


6A  Best  of  Creative  Computing  -  Vol.  1 

6B  Best  of  Creative  Computing  -  Vol.  2 

6F  Best  of  Byte  -  Vol.  1 

6C  101  BASIC  Computer  Games 

6D  Artist  and  Computer 

6G  The  Colossal  Computer  Cartoon  Book 

6H  Amazing,  Thrilling,  Fantastic  Computer  Stories 

6Z  Computer  Rage  (board  game) 


Price  Ea. 

$8.95 
8.95 

11.95 
7.50 
4.95 
4.95 
5.95 
8.95 


Total 


OTHER  BOOKS  AND  MERCHANDISE 


Prices  subject  to  change 
without  notice. 


Shipping  and  handling  (USA:  1  book  $1.00,  2  or  more  $2.00; 

Foreign:  $1.25  per  book)  _ 

Total 


Total  Order 


Part  B  _ 

Part  C  __ 

Part  D  _ _ 
New  Jersey  residents  add  5%  sales  tax.. 
Billing  Fee  $1.00  (book  orders  from 
individuals  must  be  prepaid) 

Grand  Total  — 


You  can  speed  your  order  by  calling  us  and  charging  your  bank 
card.  Dial  800-631-8112  (In  NJ,  dial  201-540-0445). 

□  Cash,  check,  or  M.O.  enclosed 

□  BankAmericard  T,        Card  No.  — 

□  Master  Charge   *•  Expiration  date  


□  Bill  me  ($1 .00  billing  fee.  Book  orders  from  individuals  and  all 
foreign  orders  must  be  prepaid.) 


Return  form  to:  CREATIVE  COMPUTING,  P.O.  Box  789-M,  Morristown,  New  Jersey  07960     Attn:  Darcy 
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You  should  subscribe   to 

creative  Gompuhmfi 

today!  Here's  why  — 


I. 
1. 

4. 
5. 


¥. 


Creative  Computing  will  help  you 
decide  which  computer  is  best  for 
you. 

Creative's  no-nonsense  equipment  profiles  arm  you 
with  the  facts  before  you  talk  to  the  vendor  or  dealer 
Whether  you're  interested  in  a  microcomputer  kit,  a 
mini,  terminal,  or  programmable  calculator,  you'll 
find  the  evaluative  information  you  need  in  Creative. 
Indeed,  one  wise  hardware  decision  could  save  you 
the  cost  of  a  lifetime  subscription! 

Creative  Computing  discusses 
computer  applications  in  non- 
technical, understandable 
language. 

Business  people  who  want  to  know  what's  going  on 
in  the  EDP  department,  students  who  want  to  learn 
about  microprocessors,  hobbyists  looking  to  make 
good  use  of  home  computers,  or  anyoneconcerned 
about  the  effect  of  the  computer  on  society  will  find 
these  and  many,  many  more  mind-expanding  topics 
covered  on  the  pages  of  Creative 

Creative  Computing  covers  com- 
puter education  in  depth. 

After  all,  that's  where  we  got  our  start  and  so  we 
continue  to  present  four  or  five  major  learning 
activities  every  issue.  If  you're  a  teacher.  Creative 
will  save  you  hours  of  preparation  time  If  you're  a 
student,  you'll  be  way  ahead  of  your  class  with 
Creative.  And  if  you've  already  graduated,  you  can 
bone  up  on  what  you  missed 

Creative  Computing  carries  out- 
standing fiction  every  issue. 

One  of  the  best  ways  of  exploring  future  scenarios  of 
computer  usage  is  through  fiction,  so  Creative  seeks 
out  material  from  the  best  authors  —  Isaac  Asimov, 
Frederik  Poh I,  Arthur  C  Clarke  to  name  just  a  few,  as 
well  as  many  others  who  are  destined  to  be  the  best 
of  the  next  generation 

Creative  Computing's  book 
reviews  are  honest  and  timely. 

We're  not  owned  by  a  big  book  publisher  to  whom 
we  owe  loyalty,  nor  do  we  depend  upon  advertising 
for  our  revenue.  Hence,  not  only  do  our  reviews  pull 
no  punches,  but  we  also  rank  order  similar  books 
(like  all  34  books  on  the  BASIC  language  which  we 
reviewed  last  year).  Creative  reviews  virtually  every 
computer  book  of  interest  to  educators,  hobbyists, 
and  general  laypeople,  even  including  vendor 
manuals  and  government  pamphlets. 

An  extensive  resource  section  will 
save  you  time  and  money. 

Every  issue  of  Creative  carries  40  or  more  short 
resource  reviews  evaluating  periodicals,  booklets, 
hardware,  terminals,  couplers,  peripherals,  software 
packages,  organizations,  dealers,  and  much  more. 
Every  entry  has  a  brief  description,  evaluation,  and 
the  name,  address,  and  phone  number  of  the 
vendor.  You'll  save  valuable  time  seeking  out  this 
information,  much  of  which  you'd  possibly  never 
come  across. 

Creative  Computing  will  provide 
hours  of  mind-expanding  enter- 
tainment, even  if  you  don't  have  a 
computer. 

Creative  Computing  carries  10or  12 pagesof  games 
and  puzzles  every  issue.  Most  of  the  puzzles  don't 
need  a  computer  or  calculator  to  solve;  some  do. 
Naturally,  the  4  or  5  new  computer  games  (in  Basic, 
Fortran,  and  APL)  in  every  issue  require  access  to  a 
computer. 


Creative  Computing  gives  you 
things  to  actually  do  with  a  com- 
puter. 

Home  computer  kit,  mini,  timesharing  terminal  — 
whatever  your  access  to  computer  power,  Creative 
provides  thoroughly  documented  programs  with 
complete  listings  and  sample  runs  that  you  can  use 
with  minimum  effort.  Games,  simulations,  CAI, 
computer  art  —  whether  education  or  recreation  is 
your  bag,  you'll  find  programs  which  you  can  use  in 
Creative. 

A  no-compromise  policy  of 
editorial  excellence  means  every 
issue  is  of  value  to  you. 

We  firmly  intend  to  be  around  a  long  time  and  we 
believe  the  way  to  do  that  is  to  publish  only  material 
of  the  very  highest  quality.  We  believe  our  readers 
are  among  the  most  astute,  intelligent,  and  active 
people  in  the  world.  You  can't  afford  to  waste  time 
reading  imprecise,  opinionated,  or  wordy  articles 
and  you  won't  find  any  in    Creative. 

The  price  is  right  —  only  $21  for  3 
years. 

That  same  $21  will  buy  you  apairof  Star  Trek  walkie 
talkies,  six  direct  dialed  10  minute  calls  between 
New  York  and  Boston,  3  tankfulls  of  gas,  or  10 
cocktails  at  a  Hilton  hotel.  Wouldn't  you  rather  have 
18  issues  of  Creative  Computing  each  containing 
over  85  pages  of  solid  editorial  material  (including 
advertising,  over  100  pages  per  issue).  Count  the 
editorial  pages  in  any  other  hobbyist  or  special 
interest  magazine  and  compare  it  to  Creative.  Any 
other.  1  year  subscription  $8.  Lifetime  $300. 


NO  RISK  GUARANTEE 

You  may  cancel  your  subscription  at  any  time  for 
any  reason  and  we  will  refund  the  balance  without 


question 


David  H.  Ahl ,  Publisher 
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FOR  FASTER  RESPONSE 
800-631-8112 

(In  NJ,  call  201-540-0445) 

SUBSCRIPTION  ORDER  FORM 


Type 

Individual 


□  New 


Term 

1-Year 
3-Year 
Lifetime 
1-Year 
3-Year 
Renewal 


USA 

□  $     8 

□  21 

□  300 

□  15 

□  40 


Foreign 

□  $  11 
d      '30 

□  400 
d        15 

□  40 


□  Cash,  check,  or  MO.  enclosed 

□  BankAmencard  Card  No.  _ 


□  Master  Charge  Expiration  date  

d  Please  bill  me  ($1.00  billing  fee  will  be  added) 
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.Zip. 


Send  to:  Creative  Computing,  Attn:  Darcy 
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IMPORTANT 


If  you  throw  this  in  your  wastebasket  un- 
opened, a  capsule  of  water  inside  will 
break,  spilling  onto  a  dehydrated  gorilla. 
He  will  then  jump  out  of  the  envelope  and 
hug  you  to  death. 


If  this  is  not  of  interest  to  you,  please  pass  it  on  to  a  friend 
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Any  products  in  this  catalog  can 
be  ordered  by  calling  us  direct 
and  charging  your  BankAmericard 
or  Master  Charge. 

800-631-8112 

(In  New  Jersey,  call 
201-540-0445.) 


